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A MI iSSAGE FROM THE AUTHORS 
everybody. How did you like Tetris? We feel that those of you 

who have played Tetris have gotten a glimpse of fife in Russia through 
ihis unique, peaceful game J 

But now, let's talk about our new game. Hturis is very simple and easy to 
understand, but it also challenges your judgement and skill, We love 

easy to imagine the people of Hatris. As wc worked on rhe game, it was 
the world and their characteristic hats. 

. we' 
■■ l 

a a » 
I " 

k 
■ • 

in ■ 

r i T . 

Alexey Pajilnm > 
■ i. 
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INTRODUCTION 
boih children and adults. Random Ha iris is a puzzle game 

pairs 
of the same type, that stack oi hats is sold and you receive a cash bonus. Do this a 
mimmum of 15 times to advance to the next, more challenging Stage. The hats 
fall faster in each succeeding Stage, making it harder and harder to stack them 
properly. Complete SO Stages, and you"II go on to a higher Shop. The higher the 
Shop level, the more hats that start on die screen. If the but* should pile up to the 
top of the play field, you’re out' But don't panic1 As you stack hats, you’ll get 
help from your Russian friends; Alexey and Vladimir. You can use them to move 

stacks and discard unwanted bats, or save them foi 

Ml 
you stack 5 hats Lits drop into the play field from the top of the 

cash bonuses in avoided 
Shops and 10 Stages overtime. You may start at any 

IH T. CONTROLS 

Control Pad shaped key is the Control Rad- 

■- DOWN and START on the startup screen to choose Turbo Mode. Use this 
to make selections on Game Menu and to move the hats left right and down. 

* The HI adk, cross 
! li 

Button: Use the A Button to con 11 inn y 

I hr-, w ill swap Lilli ig hats during normal pia >. Il will ako ik iivuif your 
iuring Overtime. 

TS 

Button: It cancels your selections and 
X' 

Button: Activates 

(lie Game Menu iixirn ihc Title 
Screen. During play, it will pause 
and unpuase the game. 

Button 
Control Pjprl Start ■- Button 

This button is not used in Hauls. S^|f?C=t Button 8 Bui ton 
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s manual), furn your 
-■I ■ on. li.1Ba ■ I . L . I “ 

At the Title Screen 

Select Game Mode 
Norma I-speed mode: I tats fall at normal speed, "T his mode is recommended r 

■ 
1 I 

L J IZ1 l?I U • I 

Turbo (hlghTspccd mode: s 
When you see the Lille screen, press DOWN and START together, 

B 

, 1 
■ 

At the Game Menu 
Select Shop 

- 
- 

B . 

I I a.—i ■ ■ ■ 

B 

that start on iho screen. Sh s, il k recommended that you sLart ul is ■ 

eJ and then press Hie A Bull on lo eofifirm your selection. Shop Le v 

n *. * 

-b 
i - . i n v « . ■s "1 t 

■ . ■ 
■ 

«: ■i i r ■ 1 

B [Urn cm io return to Shtm sv vet ion. ■ j 

I! 
Pi ru ■ 

■ 

Music On/Off 
You can turn the mimic oil or off before the same starts. Use UP/DOWN to select 

selection. 

B B 

3' when von are i 

. 

7 



Screen Layo ut 
has th« following elements: The 

fl flic VIay field, where the action is. 

> 

Vladimir, ■ 

> S| 

TJie next pair of hals. lo be sine i 

StagC- 

1.lip bar is for 

0 I lie eurrenl 

i>se you are to earning a r 

Alexey, the bottom b^ris fur Vladimir. 

Q 3' h e Charae le r Pool whow?> how many III 
. 

Shows lu>w i Thu ty i, 
■ 

clear eurrenl e. 

Q How much money you've made so far. i 

it. the game h over. - ■ 



Game Play 
swap places. 

I .'se Ehe Control Pud to move the falling hals left, righl and <kiwi>. Use Pie A 
Button u> swap ihcir positions i!■ 

I 

I 

I f you Cl mi slack up 5 Utils of the 
same type. I 

- I 

Example: 
3 Press LI- VT' and the hats move 



4 Pu^h DOWN and (he pair of hats falls 
straight down 11 m 

•_’XJ .1 
■ 
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Game 
I 

pause by pressing STAR E, Press the game* yon can aiiam t l 
■ ■ 

continue ■ 

starts with no hats There Lire 6 Shops, numbered 0 to 5. At Shop Level 0, the game 
oji the screen. With each succeeding Shop Level, more hats appear at the bottom 
of the play field. - 

12 

Stages 
nuiidxsred 0-9, With each Singe (lie hats fall fiisler than 

0, hats Fall at the same speed 
: Stages. Each time you complete Stage LJ, you start 

• ions S(age, except for Shop 0. At Shop theprev 
through llLI of the 

Shop. the nest 

Hat Types 
There are six 
Shop 0. different hat types 
appear at v 
higher the Singe, the more hat 
types (hat appear. After Shop 0, 
all hat types appear in all 

Hat Type Starling from Shop O, Stage; 

Zero Top Hat „ 

® Baseball Cap 

owhoy I lat 

Derby 

mm 

anous Stages, the 
ill I Ld I . nil i i i i i mi 1 ■ 

Zero ....... ■ ........... ...... . 

*S> c .Zero s b - i i - iimr-,,--ir-,!!—« 

•i < )ne ' aa. 

i i i i ■ j i i ■ i i ■ i i ■ i i ■ i i i i i i ■ i i m ■ i ri a b i■ i ■ ■ i ■ ■ 

j +■ 

Ha Wizard Hat Three .nil . ... . - . . . . . - - ii.i i .i i i a J i 

Crown Six I ! P"1 I ■ 1 ■ "1B 
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HELPERS: 

ALEXEY AND VLADIMIR 
Your two helpers are Alexey and Vladimir, the inventors of Hank. They can help 
you get out of light situations. They cac\3 have a different skill.. Alexey pulls hats 
from the bottoms of the piles and thrown them away. Vladimir moves entire htti 
piles from one position t£> another. 

Earning 
Ivvery time you sell five stacks of five huts, yon earn one lie I per. Hie type of hats 
sold determines which helper you cum. Selling five stacks of top hats, baseball, 
caps or cowbuy liiLts. earns you a Vhidinur, hive Stacks of derbies, wizard hats or 
crowns cams you cat Alexey. ! he baigraplls on the right side of the screen show 
how dose you are to earn mg an Alexey or Vladimir. Each time you sell a stack. 
ihe appropriate bargraph grows by tine block. When the bar is full, you earn a 
helper. When you earn a helper, ihc bar graph is reduced to zero. 

M 

The Poo! 
Jiacli time you cum a he!pier, his face will appear in the Helper Pool. The Helper 
Pool cun hold up to eight helpers. You may not have more than eight helpers at. a 
time. Tlie last helper earned is the first helper to he used. W hen a helper is used, 

from the Pool. his face disappears 

Overtime (Using Helpers) 
To use a h e I per d uri ng game play, push the R button. The last helper in the Helper 
Poo! ^ activated. This will suspend play until site current helper is used up or until 
you press Li again. Alexey will slide down the fire pole or Vladimir will hop up 
onto I he conveyer belt The helper is then moved using the the Control Pad and 
activated by pressing A. When the helper is used up, the game returns so normal 
play. If you don's want to use an entire helper, press R. 

i 
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Alexey 
' is pressed, Alexey ■ 

- ■I i 
1 

I ■I L >lL I 

Each Eintc A is pressed lie pulls (he bottom 
hat from the stack he is in front of .and throws 
it off the semen. He can pull up to a total of 
five in _ 

V k 

* 
. If you don’t want 

! 
E 

- 

hats, press B to return ■ ■ 

Example: 

r 

2 Move Alexey to the stack you want to 
remove hats from. 

3 Press A and Alexey pulls out the bottom 
hat and throws if away. 

- - - 
- . 

■ 
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Vladimir 

.'K, one sU :■ 
■ ■ 

i 

time. When A is pressed, he lifts the stack he 
is adjacent to. He can then be moved to 
another stack. When A is pressed again, he 

is carrying If ■ 

n 

he is adjacent to. The swapped sulck is 
moved So the first slack's position. Yon will 

■ I 

■ 
■ 

ii 

[O I iT- " 

normal play ■ l 

Example; 
I 

the stack by pressing A. 

l* 

■ % 

a n 

4 Press TV to place slack #5 in its new 
position. Stack is moved to stack #5’ 

1 a 

- 



Cash in Helpers 
At the end of a SIagc you may cash m any \.muse<.L helpets 
tim end of ihtr Stage, a window appears in the center of (he play field (see diagr 
hetow)r A cni"’Oi can be moved left or right ro select the head m the c 
window to choose keeping 

;n in 
A box hi ah tights each 

in the Helper Pool, one at a time, hi the reverse older they were created. If 
ss A while the head is se levied. yon keep the ament helper and t he next you pre 

head in the J lelper Pool \a highlighted. If you press A 
selected, then the highlighted head in 

■ the cash bag ?* ■l *A 
I TXT Pool is deleted and you are 

awarded a bonus. After ail the heads have 
en 

l^ress B any time to he 
I lie higher the Shop and Stage, the higher 
the humus. This is a reward for avoiding 
overtime needed to dean up any messes in 

in the next Stage 

20 

Cash 
You will receive cash every 
time a stack of fi ve hats is mild. 

is worth Et 
different amount of cash. 

■ 

Hal Type Cash for each stack 

*1 Derby , . 50 ■ ■i.i 
■ 

Cowboy Hal 

SB Baseball C: 

I f you drop a pair of hats by 1 ......... ...... 

pressing IKAVN, you w ill 
... 120 Lp receive between %\ andSS L -■ 1 

Ixjnus. fvr lut. depending ora Top Hat ...... 150 ■ . ■ ■ . . IS. 

how far the hats fall B 

Wizard Hat. For eae at the ■ ■■ ■ ■ . !■ ■ Sa ■ ■ ■ ■ 

s, you receive a a 

. A(x:i 
cash bonus, 

I ■ P ■ I B ■ ■ I ■ ■ ! PP 1 1 1 1 1 ■ i ■ ■ - ^ ■ ■ ■ 
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Game Over 
When hats are .stacked higher than the (op ot 

the pim field, ibe game is over 

. 

l 

The slack of hats has reached the edge of 
the play field. T he game is over! 

3* 

TOP I ( SCORES 
* • ■■ » ^ 

At the end of the game, if your sane is in (he top I U* you 
initials to Lite high score display. Press UP/DOWN to.■select the lettei' 
Button io advance to the next initial and press the B Button to return lu (Ik> 
previous initial, You caiTt return in ihe previous initial after confirming the third 

easy to distinguish 
between scores in normal-speed fN j and Turbo-speed (T) games- it you complete 
shop 5 Saige y, "hN D'' will appear instead of a Shop number. High Score initials 
aie erased if the Nintendo Entertain ment System is reset or turned off. 

. press the A 

column is either an “N" or ‘T" to make it ini dal. In the Shop 

How to Pi as in Turbo-Speed mode 
Any player who can clear Shop .V. Stage 9 needs a greater challenge 1 At the title 
screen, press DOWN and START together. This increases the speed uf the falling 
hats. Game play and menus work the' same as ill the normal-speed game. Once the 

TURBO on the wall above Vladimir's head. game begins, you wills 



Tactics 
•a. ri ■s ■ ■ ■ VI I I ■ ■ !- 

Jl I . r * I ■ ■ * 

you’ll find it much easier 
on cue s 

■ 

I 
1 

■ S lLS ■ d*. I im ■ 

. ■ 

the screen ■ i 

■ 
■ 

■ n I rr 
■ 

n i 

keep iiie other side low ■ l ■ 

■ ■ "i- 
■ 
■ 

■ 

n 

■ -LI 
■ 

tS ■ u I la it.- ■ C 
I I U ■ 

I i L 

■ 

■ . L 1 * ■ 

" 1 

current overtime. . 
1 

I . I v ‘ l r ■■ 

. r J 

i 

> 

> ■' V ■ ■ 
[I 

■I Vs I I! ■ I ■ 

I 
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warnings 
This Game P^k is ;l precisi-t^n instrument. Do noi expose to exlienm tempera 
U*res, ptn 

Do not touch or moisten edge connecinrs. 

Do not apply solvents such as hen/ene, acetone, or alcohol to any plastic 
surfaces. 

lie sure io turn off the power before swapping Game Paks, 

After use, remove the AC’ adapter from the wait plug. 

White playing, sit as 

If you play for long periods. take 10 io 15 minute breaks ever)' 2 hours. 

NOTH: During game play, the TV screen may flicker This is not due to any fault 
in the program} TV, Nintendo Entertainment System 

* 

♦ 

* 

# 

away from ihe TV as possible. 

■ or (Time Pak. 
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COMPLIANCE WITH FCC REGULATIONS 
Phis equipment generates ;tnd irssh ladto t'retpieiw:y energy mid ii ncsl installed iljiJ used property. chat 
is, in arid accordance with the manufacturer s i raStrocEtons^ may cause interference- to radio aiuf 

U has hen type tested and found tu comply wtrh the hindl&lora Class- H computing 
device tn accordance with i he specifics ions in Subpan J of Part 15 of FCC Kulesh which are designed 
io provide ream ah I? p reflection against ^uch interference in a residential i iinal Id i on. However, ihure 
is no guarantee th.it inccrfcneiKe will nor nccu r in a panic-uLatf i nsra l larinn 3t' dus equipment does Ci'i 
irKerfeience to radio or iclev i---ion i cc ■:■ [n i on, which C3P he de refiTii iwd by mutiny i he eqtiipflfiem oft" and 
Oft, Ihe User is tocouraged to rry io correct the i ji bcit'e ne n cc by one or mr.)re of U:-j following measmes: 

* Reonent the receiving antenna. 
* Relocate (he NES wiih respect 10 the receiver. 
* Move the Nt-i-i away from Hie reirei v e r. 
* Plug the NFS i nro a different o ax I e t so computer and rece i v-er are on different cirtuiis. 

If necessary, the u:icr should cobalt the dealer or an experienced mdioAcle vision technician for 
additional k u g e* st i on f: . The user m.ix find (he following I ;n so k I e i pee pared by (he Federal Communics- 
lipns Commission helpful: 

I Do w to Edcnlify and Resolve Radio-TV Interference ProhJems. This book.Id is available from the U.V 
GovernitKTiL Printing Oflke. WashmgUm. D C. 2U4U2, stock No. (XH-(HXM]UM5-4. 
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